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Live Action Window (LAW) is derived from several pre-existing 
works, including Scott Lininger’s The Window and The Laws of The 
Bayou designed by Ryan McMullan, Brett Peters and David Long. As 
such, Live Action Window isn’t a new or different system, but a new 
and different way to utilize an existing system. It is built upon the 
principles and ideals, as well as mechanical ingenuities, of others. 


Sincerely, 
James D. Hargrove 


Characters 


Resolution 


Like characters in The Window, characters in Live Action Window 
are defined by Traits, as defined in that work. Further, these Traits are 
ranked on a Competency Ladder like that found in The Window, as 
outlined below. 


Incredible 6 
Very High 5 
High 4 
Above Average 3 
Average 2 
Below Average 1 
Low 0 


In addition to the Five Basic Traits of The Window and Skills, 
characters in Live Action Window are defined by one additional Trait 
that is derived from the Basic Traits, as outlined below. 


Movement = Strength + Agility / 2 


When calculating yourcharacter’s Movement rating, round down 
the result. For example, if your character has a Strength rating of 3 and 
an Agility rating of 2, their Speed rating would be 2. 

Finally, the Luck trait plays an important part in action resolution 
using the Live Action Window rules (as outlined in the next section of 
this document). All characters begin with a Luck rating of 4 (High). 

Using this simple framework, both creating new characters and 
converting characters from a table top game that utilizes The Window 
to a game that utilizes Live Action Window is a simple endeavor. 


Whenever a character attempts to perform an action that can’t 
be resolved by way of simple verbal discourse, the Live Action Window 
resolution rules come into play. When resolving actions using these 
rules, the first thing that you need to do is determine the Performance 
Rating of the character who is taking action. The Performance Rating of 
a character is equal to the combined value of the most relevant Basic 
Trait and single most relevant Skill that they possess. For example: 


Thane the Shade is attempting to pick the lock on an ancient 
treasure chest. The Storyteller decides that this is an action dependent 
upon both manual dexterity and an understanding of how locks work, 
thus, he instructs Thane’s player to add his Agility and Locksmith ratings 
together. Thane has an Agility rating of 4 and a Locksmith rating of 3, 
giving him a Performance Rating of 7 for this action. 


Once the Performance Rating of a character is determined, the 
Storyteller needs to determine a Difficulty Rating for the action that is 
being performed. Opposed actions (actions that are directly opposed 
by another character) have a Difficulty Rating equal to the combined 
relevant Basic Trait rating and Skill rating of the opposing character. 
Unopposed actions have a default Difficulty Rating of 6, although this 
may be adjusted by the Storyteller as they see fit. For instance: 


The Storyteller decides that, given the age of the treasure chest, 
Thane’s attempt to pick the lock will have a Difficulty Rating of 8 (slightly 
above average). 


After both a character’s Performance Rating and the Difficulty 
Rating of an action have been determined, compare the Performance 
Rating of the character to the Difficulty Rating of the action. If the 
character's Performance Rating equals or exceeds the action’s Difficulty 
Rating, then the character successfully performs the action. If the 
character's Performance Rating is less than the Difficulty Rating of the 
action, the character fails to perform the action. 

Finally, as mentioned earlier, the Luck trait plays an important 
role is resolving action. A player may spend points of their character’s 
Luck rating to temporarily boost their Performance Rating for a given 
action, with each point of Luck rating spent increasing that Performance 
Rating by one. For example: 


Thane’s player, realizing that the ancient lock poses a difficult 
challenge, spends a point of his Luck rating, boosting his Performance 
Value for the action to 8. Thane successfully picks the lock on the chest. 


Spending points of their character’s Luck rating gives players an 
opportunity to directly influence the outcome of action that the 
character undertakes - but players should be careful. Once a point of 
Luck rating is spent it is gone for good, whether or not the action that 
it is spent to influence is successful. That said, it is possible for 
characters to regain points of Luck rating (see the section of these rules 
entitled Follow Up for more details). 


Resolution 
(Continued) 


Combat 


Movement 
in Combat 


Follow Up 


Combat actions in games that utilize Live Action Window are 
resolved just like any other action, but given the nature of live action 
roleplaying, there is one aspect of combat that needs to be examined 
more closely - movement. 


When engaged in combat, a character in games that utilize Live 
Action Window may move a number of steps equal to their Movement 
rating and still take action. For example: 


Private investigator Morgan Dane picks up a length of lead pipe, 
and prepares to defend himself against the street punk walking down 
the alley towards him. Morgan has a Movement rating of 3, which 
means that Morgan’s player may take three steps and still take a swing 
at the street punk. 


A character that chooses to forego any action other than 
movement may, on the other hand, may move a number of steps equal 
to twice their movement rating. For instance: 


When the street punk sees Morgan pick up the length of lead 
pipe he decides to turn tail, foregoing any other action. The street punk 
has a Movement rating of 2, so the punk’s player can take four steps 
away from Morgan’s player. 


Finally, if they so choose, a character whose Movement rating 
is greater than that of their opponent may successtully flee from a 
confrontation, foregoing all other action in the process. For example: 


As the street punk nears the end of the alley, two of his buddies 
(also possessing Movement ratings of 2) step out of the shadows. 
Morgan decides that he doesn’t like these odds, and instead of taking 
on all three punks, flees from the controntation. 


Over the course of a given game, characters change as a result 
of their experiences. Live Action Window handles these developments 
in the context of story, with the Storyteller awarding rating bonuses to 
players based on action that occurs during the game. For instance, a 
character who spends a lot of time lifting weights may be awarded a 
one point increase in their Strength rating by the Storyteller. 

Finally, after every game session, the Storyteller awards players 
one to three Luck points based upon their positive contributions to the 
game (willingness to work with others, not breaking rules, not arguing 
with the Storyteller, etc). 


Any of the optional rules found in The Window may be applied 
to games that utilize Live Action Window (and, indeed, the optional 
Luck trait is incorporated into these rules by default). While applying 
many of these rules is a simple matter requiring little more than 
common sense, applying the optional Shebang! rules to a game that 
utilizes Live Action Window requires a bit more explanation. 


In order to represent superhuman trait ratings (those trait ratings 


assigned a Shebang! notation in The Window), Live Action Window 
utilizes an expanded Competency Ladder, as outlined below. 


Shebang! Trait Rating p ait Rating 


d4! is) 
dé! 12 
d8! 1 
d10! 10 
d12! 9 
d20! 8 
d30! 7 


Live Action Window is designed to work, not only with The 
Window, but with The Window Frame, as well. If freeform character 
creation isn’t your thing, The Window Frame will be right up your alley - 
it provides a simple point-buy character creation framework for use with 
both The Window and Live Action Window. And, of course, it’s free for 
the taking. 


Note that Live Action Window hasn't been extensively play-tested 
yet, so some bugs may still exist in the system. If you use Live Action 
Window to play a game, |’d be very interested in hearing about your 
experience, as well as any suggestions that you might have to improve 
or clarify the system. Feel free to send me an email at the following 
address: jdrakeh@sotthome.net or contact me on the RPGnet forums 


under my screen name (you guessed it, jdrakeh). 


Options 


Shebang! 


Framing 
LAW 


